Mining

Check nearest he rock that I can reach without leaving controlled sectors and that another miner is not heading to. Is the he on it greater than the minimum? 

If yes, go mine it (1.1). If no, check nearest rock.

If zero rocks have enough he on them, play Miner requesting new helium asteroid and return to closest base.

After mining the rock selected in 1.1

Did I completely strip the rock of he?

If yes, check all other he rocks in the sector that other miners are not already mining. Is the he on any of them greater than the minimum?

If yes, do I have enough capacity to completely strip it? 

If yes, go mine it.

If no, go unload at closest unload base.

If no, go unload, then return to the rock to finish striping it (no matter how little is left on it).

If I’m ordered to an uncontrolled/enemy sector, the condition “without leaving controlled sectors” is waived until I finish one rock.

If a miner is ordered to the same rock as one that another miner is either at or heading to, then once the second miner reaches the rock the first will play Miner returning home with partial load and go unload and then check for a new one.

Enemies

So there are effectively 4 different sound effects that miners will play, and each means they are changing their “tactics”

Miner detects enemy: An enemy has been eyed in the same sector as the miner, but the miner is ignoring it

I’ve got enemies on my scope: An enemy has been eyed in the same sector as the miner, and it is running (heads to nearest base).

I ain’t getting paid enough for this: An enemy has damaged the miner’s sheilds and it is running.

Forget this, I’m going for repairs: An enemy has damaged the miner’s hull and it is running. It will play this sound effect and run every 30 seconds from now on.

But depending on their current orders and current activity affects what conditions they will change tactics, and what to. Forget this, I’m going for repairs always occurs once the miner’s hull is damaged.

If no orders: 

Miner enters sector with enemy in it: I’ve Got Enemies on my Scope (Scope)

Miner is in transit to he rock and enemy enters: Scope

Miner is at rock and enemy enters: Miner Detects Enemy (Detects)

Miner is in transit and is attacked: I Ain’t Getting Paid enough for this (Ain’t Paid) immeditely

Miner is at rock and is attacked: Ain’t Paid once sheilds reach 75%

Basically a miner will only ignore an enemy if it is already at a rock or heading somewhere else, and even then will run once it’s attacked.

If ordered to a waypoint/sector:

Miner enters sector with enemy in it: Detects
Miner is crossing sector and enemy enters: Detects
Miner is crossing sector and enemy attacks: Ain’t Paid once sheilds reach 75%

(Note that miners will take the shortest route – including through enemy sectors.)

In this case the miner will ignore enemies until it’s attacked. Note though that once the miner reaches the waypoint or sector, it reverts to the same behaviour as No Orders.
If ordered to mine a specific rock

Miner enters sector with enemy in it: Detects

Miner is in transit to he rock and enemy enters: Detects

Miner is at rock and enemy enters: Detects

Miner is in transit and is attacked: Ain’t Paid once sheilds reach 25%

Miner is at rock and is attacked: Forget This, I have to get Repairs (Forget) once hull damaged

The miner will ignore pretty much everything.

If ordered to a base:

Miner enters sector with enemy in it: Detects
Enemy enters sector: Detects

Miner is attacked: Ain’t Paid once sheilds reach 75%

Miner reaches base: It will dock/unload if possible, once that is complete (or if it can’t i.e. you sent it to a teleport) then it returns to default orders.
Pretty much the same as ordering it to a waypoint/sector.

If ordered to a ship:

Miner enters sector with enemy in it: Detects

Enemy enters sector: Detects

Miner is attacked: Plays “Miner under attack”. And I don’t think it changes it’s tactics no matter how damaged it gets.
Miner reaches ship: No change – begins following player.( Even if player docks and transfers across half the map?)

The miner ignores everything and just heads straight for the ship.

Undocking

Okay, this one I’m really unsure on. The one thing I know for sure is that they won’t undock if there are any enemy in the sector and zero friendlies, no matter how far the enemy is nor what orders you give them.

